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Hello everybody!! 
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world, belonging to different cultures and speaking different languages, all of us joined by our common love 
for chess! We hope you will enjoy our work! 


If you are interested in joining us, or send any comments drop us an email at: caissa lovers@yahoo.com. 
Best regards!! 


Hola a todos! 


Somos un grupo de fanáticos del ajedrez, que estamos tratando de producir nuevo material como este, 
desarrollando diferentes proyectos e ideas. Tenemos miembros de diferentes partes del mundo, provenientes de 
diferentes culturas, hablando diferentes lenguas, unidos por nuestra pasión por el ajedrez!. Esperamos que disfruten de 
esta muestra de nuestro trabajo!. 


Si alguien estuviese interesado en unirse al grupo nos pueden escribir a: caissa_lovers@yahoo.com. 
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"SYMBOLS AND ABBRE n VIA NATIONS 


E K stands for King 
-Q stands for Queen | 
. R stands for Rook 
B. stands for Bishop. 
N stands for Knight 


There is no symbol for the pawn. A pawn move is indicated o 
by a lowercase letter which identifies the file of the moving 
pawn. (e4 shows that a pawn has moved to the ed square. Ifa | 


capital letter had preceded the letter, such as Ne4, it would 
shows a piece had moved there, in this case, the Knight, ) 


x stands for a capture 
0-0 stands for King-side castling - 
0-0-0 stands for ' Queenside casting 


- the three dots following : a move - number indicate a , Black 
move. (2...e6 indicates that Black's second move was to bring 


the pawn to e6.) 
/ with a capital letter immediately to the right of the slash 


. mark indicates that a pawn is promoted to a piece. (n1/Q l) 
shows that the pawn on the h file moved to the hl square - 


thus a Black k pawn - andy was promoted toa | Queen. l 


i ts stands for check 
# stands | for checkmate 


!. means very good move 
.. M means brilliant move - 
? means bad move — 
?? means losing blunder 


Chess is 99% tactics — Richard Teichmann 


Strategy is a case of thinking, tactics one of seeing — Max Euwe 


Chess is an unforgiving game — Emmitt Jefferson. 


Do you really know what tactics are? Or, why they are so 
important? And why, whenever tactics are discussed, they are 
almost always linked with the term strategy? As chess teachers 
with many years experience, we are constantly amazed and a bit 
dismayed to see how many beginning and intermediate 
chessplayers can neither accurately define nor fully appreciate 


the importance of strategy and tactics. So, let's begin with some 
definitions: 


Strategy is your overall plan in any given position towards a 


specific goal. While it is often an aggressive plan, it can also be 
defensive, depending upon your analysis and understanding of 
the needs of the position. 


Tactics are short-term maneuvers which always involve either 
threats, captures or combinations. Since the majority of good 
tactics are created with successful combinations, this term also 
requires a clear definition: A combination is a tactical maneuver 
in which you sacrifice material to obtain an advantage, or at least 
to improve your position. So strategy then, is your general plan, 
while tactics are your specific means of carrying it out. 


You would think it would be obvious that studying basic tactical 


themes is essential for improvement at chess. Although you 
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obtain winning positions with correct strategy, you almost 
always need to resolve them in your favor with a clever tactic. In 
fact, we would go even one step further: At every level, from 
beginner through grandmaster, it is impossible to increase your 
overall strength without a corresponding increase in your 
tactical ability. 


What is unbelievable to us is how many amateurs believe they 
can improve at chess without assiduously studying tactics (pre- 
sumably you are not one of them or you wouldn't have read this 
far!). Imagine trying to become a good baseball player without 
rigorously practicing hitting, throwing, and catching! Yet if we 
had a nickel for every average player who has told us they don't 
like to practice solving tactical problems as it is “too much 
work,” “not fun,” or, our favorite, “I’m okay at tactics but if I only 
had a good opening,” we would be rich! No, memorizing chess 
openings is not the answer. Without genuine tactical perception 
you would goof up or be swindled out of your superior positions 
any way. 


So, what’s the answer as to how to really become a good 
chessplayer? There's only one: you must practice solving posi- 
tions with tactical solutions until you become totally comfort- 
able with all the standard tactical concepts. Or, as our colleague, 
Oshon Temple (a well-known New York City chess teacher) often 
says, “the way to Carnegie Hall or chess mastership is the same — 
practice, practice, practice!” 


In 303 Tricky Chess Tactics, we have created a basic tactics 
workbook which you should go through as many times as 
necessary until you are able to recognize and solve all the 
standard tactical themes. We have organized the book into six 
chapters, reflecting, in our opinion, the frequency with which 
typical tactical opportunities occur. Hopefully, you will begin to 
develop a type of pattern recognition for sensing tactical 
possibilities in the many different kinds of positions. A full third 
of the book is devoted to forks (also often called double attacks) 
and pins, these clearly being the most commonly used tactics. 


INTRODUCTION 


Perhaps the most dramatic illustration of successfully improving 
one’s pattern recognition of a forking situation can be seen 
below: 


In his game against Simagin during the Moscow City Champion- 
ship of 1956, the then 26 year old Tigran Petrosian played 
1.Nxf7 and Simagin forced a draw by perpetual check beginning 
with 1...Odl-*. Hmm... 
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Petrosian-Simagin, Moscow, 1956 Petrosian-Spassky, Moscow, 1966 

Do you see what Petrosian should have done? Well, Petrosian 
certainly learned his lesson, for 10 years later during his exciting 
World Championship Match with Spassky, the older and much 
wiser Petrosian finished off his rival with the following spectacu- 
lar forking combination: 1.Bxf7+ Rxf7 2.Qh8+!! Kxh8 3.Nxf7+ 
winning back the Queen, emerging a Knight and a Pawn ahead. 


So, now, with the benefit of hindsight (pattern recognition!), can 
you find what Petrosian missed against Simagin? (Answer: 
1.Qa8+! Kg7 2.Bxe5+! Qxe5 3.0h84!! Kxh8 4.Nxf7+ and 5.Nxe5 


. with a won endgame.) 


We recently had our belief in the value of practicing pattern 
recognition confirmed when showing the following two posi- 
tions to a group of average adult players during a lecture. In 
both examples, it is Black to Move. 
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In the first position, above left, from the Tarrasch-Ichigorin 
Match in 1893, it took from 30 to 60 seconds for most of the 
players to figure out why Black (Tchigorin) resigned! One fellow 
even asked why didn't Black play 1...bxc3 2.bxc3(?) Bxc3, “and 
now doesn't Black have some fighting chances with a Rook and 
Knight for his Queen?" Had he done more work solving tactical 
positions, the operative tactic here, namely the deadly pin on 
the f7 Pawn by the mighty Bisbop on d5, should have screamed 
out at him. Indeed, we hope you noticed that Tchigorin resigned 
because Black has no saving move at all to counter the upcoming 
double capture on g6. (For example, 1...bxc3 2.Rxg6*! hxg6 
3.Oxg6#, a neat epaulette mate). 


In the next position (above right), surprisingly it still took most 
of these decent players about 20-30 seconds to see that Black 
wins with the simple skewer 1...Bg7+. Any experienced player 
would have immediately noticed White's King and Queen on the 
same diagonal and, especially in such a wide-open position, 
begin looking for skewering opportunities. Seeing the possibili- 
ties for such standard tactics as forks, pins, skewers, and 
discoveries, can be achieved quickly, but, unless you're a born 
chess genius like Capablanca or Fischer, not without practice... 
and a little work! 


We have made this work easier for you by our arrangement of 
the material. Every chapter is prefaced by a clear and concise 


INTRODUCTION 


explanation of the mechanism that operates and distinguishes 
the tactics under discussion, followed by a carefully chosen 
selection of examples, gradually increasing in difficulty. Over a 
third of the positions used in this book are with Black to Move, 
as we feel it is important to consider situations from Black's 
perspective. 


We have purposely used only two large, clear diagrams per page 
so as not to discourage you from really trying to visualize 
possible continuations. 


While many of the tactics examined herein will be familiar to 
most of you, we feel that two of the less common ones, trapping 
and Pawn promotion, have been oddly neglected by the 
pedagogic literature. Consider the following two positions, 
Black to Move in each case: 
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lt is an interesting characteristic of trapping tactics that often no 
combination is necessary for them to succeed. You are only 
required to see the vulnerability of a certain piece in a given 
position. How can Black win a piece in the first position above 
left? Answer: 1...Rc8 (threatening to win the hl Rook with the 
skewer 2...Rc1+) 2.0-0 (other King moves lead to the same result) 
R8c5! 3.Bb6 Rc6 pinning and winning White’s Bishop. 


Notice how methodical Black’s winning moves were; no sacri- 
fices, nothing fancy. Also, be aware that you may sometimes use 
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several different tactics in creating a winning sequence of moves. 
Here, Black first threatened a skewer, then established a pin 
before White succumbed to the overiding trapping idea. 


In the second position on the previous page, White has just 
played 1.b3, hoping to eventually win this endgame by establish- 
ing a passed Pawn on the Queenside. This is a blunder we have 
even seen grandmasters make! Why? Because after Black plays 
1...b4! he can force a Pawn through to Queen on the a-file 
whether White captures or not! Amateurs are particularly 
vulnerable to promotion tactics, which is odd because when you 
think about it, as the great chess teacher and author Fred 
Reinfeld pointed out, “if checkmating your opponent is the 
strongest move in chess... (then) Queening a Pawn successfully is 
the second strongest move!” 


Finally, we have ended this book with a most unusual and little- 
understood tactic — how to force a draw in a difficult position. 
We hope you study these last seventeen examples carefully. They 
may save you some valuable half-points! 


We will leave you with the observation that, with the exception 
of some mating attacks, most of the tactics in our book involve 
winning material, sometimes even only a single Pawn or just the 
exchange (for example, winning a Rook for a Bishop or a 
Knight). This is the nitty-gritty of chess. It is essentially a 
materialistic game where superior force will usually win. 


The witty and somewhat cynical grandmaster Saviely 
Tartakower once remarked that “tactics is what you do when 
there’s something to do, strategy what you do when there’s 
nothing to do.” We hope that by working through our book 
carefully, you will soon discover many more opportunities in 
your own games for “something to do!” 


Go get "em. 


Fred Wilson & Bruce Alberston 
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THE FORK 


The most common form of double attack is the fork, a simulta- 


 neous attack by one unit against two hostile units. The aggressor 


unit inserts itself at some midpoint, between the two attacked 
units, and the defender finds, to his chagrin, that he can save one 
of his men, but not both. | 


In theory, any chess piece has the capability of forking two en- 
emy pieces. Knight forks and Queen forks occur with most fre- 
quency, then come Bishop, Rook, and pawn forks. A fork by the 
King is rarely seen and so we give no practical examples. 


ORGANIZATION 

The arrangement of positions is according to the piece that is 
doing the forking. Knight forks are the trickiest, so they get the 
most attention. 


Knight Forks 
. Queen Forks . 


. Bishop Forks - 
Rook Forks 
Pawn Forks .— 


REMINDER 
Check out the caption above each position so you know whose 
turn it is to move: White or Black. Also note that within each sub- 
group, the problems increase in difficulty. 
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Black to Move 
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White to Move 


White to Move 


7. 


5. 


\ #4 "e 
pao = NX E 
E. MCN EN 
EN `N S 
un Uem E T 
Re 
mem EN 


QO TT MO A HON ë m 


White to Move 


White to Move 


DD 


Tes 


N 
SU 


OO TM NO yy Y A N re 


Sw R mem i 
om N Ed- 
RD 

=, “al 


SS 


X Te 


nts 


17 


|. 16 


THE FORK 


CARDOZA PUBLISHING = WILSON & ALBERSTON 


White to Move 


White to Move 
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Black to Move 


Black to Move 
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Black to Move 
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Black to Move 
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Black to Move 


White to Move 
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White to Move 
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Black to Move 
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THE PIN 


. The pin is a tactic that can only be performed by a line piece: a 


Bishop, Rook, or Queen. The line piece directly attacks an 
enemy unit, the pinned piece, who in turn shields or screens a 
more valuable piece, standing to the rear. These are the three 
main actors in a pin: the pinning piece, the pinned piece, and 
the screened piece. Should the pinned piece move off the line, 
the screened piece then falls to a capture, not at all a desirable 
prospect for the defender. 


Occasionally the screened objective is not a piece at all, but a 
critical square, an entry point. Again, if the pinned piece moves 
off the line, the attacking piece enters the critical square, usually 
with fatal effect to the King. 


ORGANIZATION 

Ihe layout of this chapter is by the rearmost piece in the lineup, 
the screened piece. You'll start spotting pinning opportunities 
when you train your eye to see all the way down the attacking 
line, to the screened objective | at the other end. 


5l- -77 Screened King o 
78-86 . Screened Queen - E 


87-95 Screened Rook  -. - : o 
96- 100 Screened Entry Square - 
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White to Move 


White to Move 
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Black to Move 
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DISCOVERIES AND SKEWERS 

Both of these are tactical devices which require use of an open 
line. The skewer, a reverse cousin of the pin, is a three piece line 
up, with an attacking unit and two enemy units, all posted on 
the same open line. In the skewer, it is the more valuable of the 


. two pieces which receives the brunt of the initial attack. When it 


moves down off the attacking line, the piece to the rear becomes 
subject to capture 


Ihe discovery, another three piece lineup, illustrates the idea of 
a masked attack. A piece moving off an open line, unmasks an 
attack by a piece stationed in the rear. The attack by the 
stationary piece has to be dealt with immediately; this is 
particularly true if it is a discovered check to the King. But 
meanwhile, the moving piece is free to roam and inflict 
maximum damage. 


ORGANIZATION 


Discoveries are arranged by the roving piece which accomplishes 
the unmasking. It is the middle piece in the lineup. The same 


arrangement, the middle piece in the lineup, is also used for 


skewers. 
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- technical term: checkmate - 
Carrying out the attack 


THE MATING ATTACK 


into the very fabric of the rules. 
comes under the domain of chess tactics. Lines must be opened, 


defenders eliminated or neutralized, and the path to the enemy 
King made secure. The attack is rated completely successful 


when the net thrown around the King culminates in mate. But a 
partial success is also registered when the defender is forced to 


The attack on the King is one of the cornerstones of chess 
jettison material in order to save his King. 


strategy, since capture of the King 


THE MATING ATTACK 


is built 


ORGANIZATION 


NN T V? P Wb 
a, + m c Lal i : 
N E LN 
B meme - 
ua "n ON 
hens S x. 
Wed E en. 
ss N À OK 


OO TH NOW TT DO N m 


depend on the tightness of the mating net. If the 
ve a forced mate. Otherwise we just win material. 


gs 
S z 
9 
SD "c 
E 2 
S 7 
=> E 


93 


92 


THE MATING ATTACK 


CARDOZA PUBLISHING = WILSON «€ ALBERSTON 


White to Move 


Black to Move 


155. 


153. 


a b c de fgh 


White to Move 


White to Move 


156. 


154. 


a b c de fgh 


94 


CARDOZA PUBLISHING s WILSON € ALBERSTON 


White to Move 
157. 


4 by 


F 


ZW 


7 A 
I G 


2 aim " iw " 
77 zs 
Y Y ES 


THE MATING ATTACK 


White to Move 
159. 


LZ 
7 C 7 
7 


PG 


160. 


97 


THE MATING ATTACK 


CARDOZA PUBLISHING = WILSON & ALBERSTON 


White to Move 


Black to Move 


163. 


161. 


WES 


ISS 


Cu 


ceo 5 Oo A NT, OO N A 


White to Move 


White to Move 


164. 


162. 


S y al E 
uem B AI 
Ge za {S 
DEN D i 
O el D D 
N mon " mum : 
NS A N E ^ 
gem RS 


CO me SNO wu Tt wD N m 


m s mem 


"m a a! ap 
v Ds | 
pam. a Bh 


99 


98 


THE MATING ATTACK 


CARDOZA PUBLISHING * WILSON & ALBERSTON 


tel 


al 


White to Move 
167 


OE SS SS » 3 p 
ul ac ie 


White to Move 
165 


sgean E "m 
a EN un 


White to Move 
166 


Black to Move 
168 


SS 


R 


100 


THE MATING ATTACK 


CARDOZA PUBLISHING = WILSON & ALBERSTON 


White to Move 


White to Move 


171. 


169. 


Da, Ed 
Gal iu 


G 


4 ISS 
` > ` 
^ 


M N SS EE T a 
WN, ` N NAS 
a a's 


OO rm NO Y Fw N = 


White to Move 


White to Move 


172. 


170. 


S 
S 


EA ón 
u UUN 


OO pr. NO BA TF AA N m 


103 


102 


THE MATING ATTACK 


CARDOZA PUBLISHING * WILSON & ALBERSTON 


Black to Move 


Black to Move 


175. 


173. 


YN 


= aa 
eps 


e : N 
` x 
NER CNN SN SS 
S BN S 
X L 
AQ SS 
N 
`N O 
N 


SS 


SE. 


SS 


Black to Move 
176 


White to Move 
174 


A ~s 


SS WH 


\ Bees " 
ee a SS " 7 
NN EL m " 
~ u“ BE E 
NN 2 m NS 
m sx NL NN 
S ms ail mW ES 
EIN x WS 


OO me NO yy TF DO N m2 


Q. 


104 


THE MATING ATTACK 


CARDOZA PUBLISHING = WILSON & ALBERSTON 


Black to Move 


Black to Move 


179. 


177. 


Siem Na "o j^ 
NN. m NS 7 
nt m om SN 
v S ed KI v 
y R E E 
m anaa 
st N SEIN 


White to Move 


Black to Move 


180. 


178. 


Mi 


a" 


TT N QU 

œ ill a 
"s “s 7a 3n a 

ns a Re 5 


"^ mem \ 


OO Tm NO WN NP mM N ox 


107 


106 


THE MATING ATTACK 


CARDOZA PUBLISHING = WILSON & ALBERSTON 


VES 


White to Move 
183 


E ES 


OD se 
"a a” SS 


ba S JAN 
Mm ET 
am x E 

jel A, N v 
s. mae 
at Gen 
mem m m 
nie N SE NO 


QO MT OO WN ON m 


White to Move 
181 


Ba "cu 
RS 
mt "3 PU 2 mc cm 
N cm 

L ES c m QN 
wa um "c 


N wan 


White to Move 
184 


a M 
eN EL N 
NN e TON 
i "a 


Black to Move 
182 


109 


108 


THE MATING ATTACK 


White to Move 


Black to Move 


187. 


185. 


EN: 
RAN 


SS J 


ats 
"E 


i 


O 
7 Y 


ad aq cR 
brem x CE 
N N LCR 
mom mom. 
S memo 
ENS s a a 
m L D A 


mm mem 


OO jm OO wu NB A N = 


a "b C E e f g h 


White to Move 


Black to Move 


188. 


186. 


"c ai m 
NA EEN 


OO m~ NO WN ON + 


E : 
Y SIDA `N NS 
OD 
N 


. ón ‘ae CS 
PE nu 


OO TM NO wu NP wm N m 


111 


110 


WEN 


SS 


TAS 
C 


S 
+ 


THE MATING ATTACK 
White to Move 
191 


SS 


"o 


De NN 


WO? 
ae ee 


del 227 


“in; 


White to Move 
189 


CARDOZA PUBLISHING * WILSON & ALBERSTON 


WU a " v 


White to Move 
192 


“a a 
Ne HE aa 

He m NS oS 

me CH 


OO me SO WN SF DO N t 


n " =; < 


"wt W| 
"etas at 


White to Move 
190 


as B m mc. 


113 


112 


THE MAT:NG ATTACK 


ez s FaN Ñ 


atas UE 


Ek 


ES 


\ A a “a HQ 


a Ta ni So Ñ 
Rem “een “EP 


Black to Move 
195 


S N X S Y c 
Mİ aa em R 
E : id um s v“ H 
S 2 EN nom m o 
> Bap Bom. 
D EL £ 


i wa 


OO w~ NO yy TF A N A 


White to Move 


196. 


194. 


Mi 


u 


RR 
«a "NN 
med NW Wa 


"Hoa S om 


~- ay Y 2" 


M arem z 


le 


` 


114 


THE MATING ATTACK 


CARDOZA PUBLISHING = WILSON & ALBERSTON 


NS Seem NS 
aie em M 7 \ SR 
" sages 


; OOS m 
NSS san Ss 
Na Se 


d L E - 


White to Move 
199 
Black to Move 
200 


N 
SS 


OO MO WN WON mL 


Sem "m SE D? d 
R 99m. d 
N E e N. a - 
. SX N \ 7 
5-5, m oa 
NS 
mmis a 


s mem y 


Black to Move 
197 
ae 
White to Move 
198 


117 


116 


UNDERMINING THE DEFENSE 


UNDERMINING 

In this chapter we examine the mechanism whereby the 
defensive structure is overthrown, or undermined. Here 
attention shifts from the primary objective to a key 
defender. 


The annihilation theme is easy enough to grasp. The key 
defender is captured and removed from the board. It's called 
removing the guard. Similar in content, driving off is an attack 
on the defending unit, the intention being to literally drive it 
away from the critical sector. It's either move or be captured. 


A more subtle form of undermining is the overload, taking 
advantage of the situation where the defender has become 
overburdened with too many chores to perform. Closely related 
is the deflection sacrifice, which, like the overload, is designed 
to draw the defender out of position. 
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ASSORTED TACTICS 


ORGANIZATION 
The grouping of positions is by the four main themes mentioned 
above. 


251-262 . Double Threat 
263-274 Trapping 

275-286 ^ Promotion 
287 - 303 Draw: Stalemate, Perpetual, Book Draw 


ASSORTED TACTICS 


ASSORTED TACTICS 

In this chapter we pick up a number of tactical ideas that have 
not previously been dealt with. The double threat or double 
attack is a very close relative of the fork. However, a second 
attacking unit is normally required in order to assist in one of 
the two threats. 


surrounding and attacking an enemy unit is a well-known 
stratagem. When it is done to the King, we call it checkmate. 
When it's done to any other unit, it's called trapping. 


Ihe endgame and for that matter, the latter stages of the middle 
game, carry with them their own special themes. Pawn 
promotion, the appearance of a new Queen on the board, is 
certain to upset the material balance in a decisive way. 


And finally, a player facing imminent defeat must pull out all the 
stops to try and salvage a draw. Coming to his 
rescue are the very rules of the game which permit draw by 
stalemate and three fold repetition of position. Perpetual check 
falls under the repetition rule. 


Salvation may also be obtained by reaching a known endgame 


where the superior side simply does not have enough power on 
the board to enforce checkmate. This is called the book draw. 
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White to Move 


Black to Move 
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White to Move 


White to Move 


295. 
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White to Move 
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Black to Move 
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#2 


#3 


#4 


#5 


#0 


#7 


#8 


#9 


172 


1...Nb3 wins the exchange one 
way or another. If the Queen 
moves, then 

2...Nxal, and if 

2.axb3 Qxal+ 


1.Ng6+ Kg7 (1...Nxg6 allows 
2.Rxh7#) 
2.Nxe7 wins a piece. 


1...Rxf2+ 2.Kxf2 Ne4+ 
3.Kf1 Nxg5 gains material and 
Black still has the attack.. 


1...Bxf2+ 2.Kxf2 Ne4+ and 
3...Nxc3 gains the Queen. 


1.Oxf5 Oxf5 2.Ne7+ and 
3.Nxf5 wins a full Rook. 


1.Qxc6 Qxc6 2.Ne7+ and 
3.Nxc6 picks up a piece. 


1.Qh6+ Ke8 (or 1...Kg8 
2.0274) 2.Ng7* and 
3.Nxe6 wins the Queen. 


1.Nd6+ Kf8 

2.Nxe6+ Kg8 3.Nxc7 leaves 
White with three pieces for a 
Rook. Black should cough up the 
Queen right away with 1...Qxd6 
2.exd6, but of course White is 
still ahead. 


1.Nf6 wins the house. The 
Knight attacks h5, d2, and 
threatens Rxh7.It’s too much. 


#10 


411 


#12 


#13 


#14 


#15 


#16 


1...Qh1+ 2.Kxh1 Nxf2+ 

3.Kg2 Nxd3 4.cxd3 

simplifies to an easily winning 
King and Pawn ending. After all, 
Black is a pawn up. 


1.Rxg7+ Kxg7 

2.Nxe6+ Kf7 3.Nxc7 picks up 
two pawns. The Knight will 
escape trapping by 

4.e4 and 5.Nd5. 


1...Nf4 wins the exchange. White 
could try to get fancy with 2.Nf6* 
gxf6 3.Bxh7+ but 3...Kh8! 
collapses the attack. Hope you saw 
3...Kh8 because everything else 
loses. 


1.Rxb7 Qxb7 
2.Qf7+ Kc8 3.Nd6* 
wins the Queen. 


1...Bxc2 2.0xc2 Rxf3 wins a 
piece. And if 3.Kxf3? Nxd4+ 
and 4...Nxc2 wins the Queen. 


1...Rxb4 2.Rxb4 el; OT 
3.Kxel Nc2+ and 4...Nxb4 
leaves Black with a piece for a 
pawn. He should be able to win 
the ending. 


1.Bxg6+ Kxg6 
2.Q15+ Kg7 3.Ne6+ and 
4.Nxc7 wins the Queen. 


SOLUTIONS 


#17 1...Re2 


#18 


#19 


#20 


52] 


#22 


#23 


#24 


#25 


#26 


#27 


(A)2.Qxe2 Nc3* and 3...Nxe2 
(B)2.Og1 Nc3* 3.Kel 
Nxdl 4.Qxdl Rel 


wins the Queen, 


1...Qxa3* 2.Kxa3 al/Q+ 
3.Qxal Nxc2+ and 4...Nxal 
with a winning King and Pawn 
ending. 


Black untraps his Knight by 
1...Rxc3.2.bxc3 Ne2+ 
followed by 3...Nxgl and then 
picking up the e5-bawn. 


1.Ng5 (threatens 2.Nxe6+ or 
2.Nh7+) 1...Qe8 2.Nxe6+ Ke7 
3.Qxe8+ Kxe8 4.Nc7+ and 
5.Nxa6 winning a Bishop. 


1...Rd1+ 2.Kh2 Qb8* and Black 
wins the Rook. 


I.Nxf7 Rxf7 2.0xg6* and 
3.0xd3 picks up two pawns. 


1...Bxe2 wins a clear pawn. For 
if 2.Rxe2? Qd3 forks both White 
Rooks. 


1...Qf5+ wins the 
fo-Knight. If 2.Ne4? then 
2...Nd2+! wins the Queen. 


1.Nf6+ gxf6 2.0g4* and 
3.Qxd7 wins the exchange. 


I...Rgf3* 2.Kel Qgl+ 
3.Kd2 Qxhl puts Black ahead. 


1...Rxa1+ 2.Bxal Bxg2+ 
3.Kxg2 Qa8+ and 4...Qxal wins 
a pawn. 


#28 1.Rxf8+ Qxf8 2.0xg6+ Kh8 


#29 


#30 


#31 


#32 


#33 


#34 


#35 


#36 


#37 


#38 


(2...0g7 3.Rb8+) 
3.Qh5+ and 4.Qxe2. 


1.Bb5+ c6 2 . Bxc6* bxc6 
3.Qxc6+ followed by taking the 
a6-Rook with check and then 
cleaning up on e3.Net gain-the 
exchange and a couple of pawns. 


1.Bxf5 exf5 2.013 Ne7 
3.0h3 Ng6 4.Oxf5 wins a 


pawn. 


1...Nf2+ 2.Kg1 Nh3+ 

3.Kg2 Qe4+ (or 3...Qc2+) 
4.Kxh3 Qxbl, regaining the 
exchange and leaving Black with 
a won Queen and Pawn ending. 
Black has two extra pawns. 


1...Bxd4+ and 2...Bxal 
garners a Rook. White cannot 
afford 2.Nxd4?? Oel# 


1...Bc4+ wins the a6-Rook. If 
2.Rxc4? ¿hen 2...Rb1+ leads to a 
back row mate. : 


1...Rxd6 2.Rxd6 Be5 and 
3...Bxg3 gains two pieces for a 
Rook. It's usually enough to win. 


1.Rxd7 Oxd7 (1...Qxc4? 
2.Oxg7#) 2.Bxe6+ forks King 


and Queen. 


1...e3 2.fxe3 Bxe3+ 
3.Rxe3 (else 3...Bxd2) 3...Rxe3 
wins the exchange. 


1...Rxb2 2.Rxb2 Bxc3 
3.Qc1 Qd4+ and 4...Bxb2. 


1.Nxc5 dxc5 2.d6 Bxd6 
3.Bxb7 forks both Rooks and 


wins the exchange. 
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#39 


#40 


#4] 


#49 


#43 


#44 


#45 


#46 


$47 


174 
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1.Nxe4 Rxe4 2.Nxc6 and 2f 
2...bxc6? 3.Bxc6 snares one of 
Black’s Rooks. 


1.Ne6+ Rxe6 2.dxe6 Bxe3 
3.Qxe3 and if 3...Bxe6? 
4.Bxe5+ wins the Queen. 


1.0d2+ Kh7 2.Rd7+ wins the 
Queen. 


1.Ne5 Qxe2 (if 1...Qf5 
2.g4 drives off the Queen) 
2.Re3 forking Queen and Bishop. 


1...Rxe4 forks Queen and Knight 
and sets things up. If 2.Nxe4 
Rxdl* wins the Queen. And if 
2.Qxe4 Qxdl+ followed by 

3... Rxd2 wins the Knight. 


1.Bxe5 Rda (1...Bxe5? 
2.Rc8+) 2.Bxf6 gxf6 
3.Rc6 and White gains two 
pawns. 


1...Ndxe5 2.Bxe5 Bxbl 
3.Nxb1 Rdl1+ and d...Rxbl 


1...el/Q+ 2.Kxel Nf3* 

3.Kdl Rd2* 4.Kc1 Rxd5 
winning a Knight. If White 
varies with 3.Kfl, he runs into 
3...Nd2+ forking King and Rook. 
Black can also stop for 3...Nxh2+ 
since 

4.Kg1 Nf3+ 5.Kh1?? Rh2 is 
mate. 


1...Qxf3 2.exf3 £5 gathers in 
one of the White Knights. 


#49 


#50 


#51 


#52. 


853. 


#54. 


#55 


#56 


#48 1.d4 Bxd4 2.Bf4 wins another 


piece while breaking Black’s 
attack. If 

2...Qg6 3.Ne7+ and if 2...Qg4 
3.Bh3. So 2...Q£2+ 3.0xf2 Bxf2 
3.Kxf2 and White is still 


winning. 


1...Qd3+ 2.0xd3 exd3 and the 
c2-Knight is lost. If the Knight 
tries to move, say 

3.Nb4, then 3...d2 forks both 
White Rooks. 


1.d6 

(A)1...cxd6 2.Bxd6 forks 
b8-Rook and e7-Knight. 

(B)1...Nc6 2.Qb3+! 

Kh8 3.dxc7 wins. 

(C)1...gxf4 2.dxe7 Oxdi 
3.exf8/ OT Kxf8 
4.Raxdl wins. 


]...Bxe3 exploits the double pin. 
Black is sure to win something, 
either the cl-Rook or the f4- 
Bishop. 


1.Kdl followed by 2.Rel pinning 
the Queen, or 
2.Qxh8 winning the Rook. 


l...Rf3 followed up with 
2...Rxf4+ and 3...Bxg5 wins a 
Knight. | 


1.Nxf6 threatens 

2.N(x)d7+. And if 1...Qxf6 
2.Re7+ K-moves 3.Qxf6 wins 
the Queen. 


1.Rh7+ Ke8 2.Bb5 and wins the 
pinned Queen. 


1.Rf1 ed (or 1...Qd6) 2.25 piles 
on and wins the Knight. 


#57 


#58 


#59 


#60 


#61 


#62 


#63 


#64. 


#65 


SOLUTIONS 


Faced with a mate threat at f2, 
White extricates with 

I.Rxg7* and 2.Rgl nabbing 
Black > Queen and breaking the 
attack. 


1.Qxe5 dxe5 2.Rxd7 regains 
the Queen, finishing with an 
extra Bishop. 


l.g4* Rxg4 2.013 and 
3.Qxg4 is pretty straight- 


forward. 


l...axb2+ 2.Rxb2+ Ka3 and 
3...Bxb2 will be mate. 


The right way is 1.Qc8+ Oe8 
(1...Kg7 2.Rd7) | 
2.Qxc7 winning a piece. The 
wrong way is 1.Rd7? Re lT 
2.Ngl Rxgl* 3.Kxgl Qel and 
Black mates. : 


1.Qh5+ Kd8 (cf 1...g6 then 
2.Bxg6+) 2.Ba5 confiscates the 
Queen. 


1...Rxf3 2.Rxf3 Qe2+ 
3.Qf2 Bxf3+ exploits the double 
pin to win a piece. 


Hooray for the counterpin. 
1.Ra8! 
(A)1...Rxa8 
2.Oxa8tKg7 3.018: 
(B)1...0g5 
2.Rxd8+ Bxd8 3.Rf8* 
winning the Bishop. 
(C)1...Bb8 2.Rxb8 Rxb8 
3.Qe5+ and 4.Qxb8+ 


1.Nxc5 wins a piece. For if 
1...Rxc5? 2.Qa3! followed by 


3.Rxc5 and 4.Rcl wins a Rook. 


#66 Black piles up on the pinned 


#67 


#68 


#69 


#70 


#71 


#72 


#73 


#74. 


Knight by 1...Bf8 2.Re2 Bb4 
3.Re3 Nc2 gaining a full piece. 


1...Qh3+ 2.Qh2 Of3* 
3.Rg2 h3 wins the g2-Rook. 


1.Bg6 Oxf6 (else the White 
Queen mates at h7 or g7) 
2.QOh7+ Kf8 3.Rf1 catches the 


Queen in a pin. 


1... Oxg2+ 2.0xg2 Rxf1+ 

3.Bgl and now 3...Kxf7 seems 
simplest, when Black emerges with 
an extra Rook after taking the 
Queen. 


1.Bxf6 Bxf6 2.Bd5 Oc7 3.0xf6 
followed by 4.Qxf7 wins a full 


: Rook. 


l.gxf5 exf4 2.c5 N-moves 
3.c6 wins the Bishop. 


The double pin enables White to 
make off first with the Queen and 
later the King: 

1.Qxf6 Kh8 (else 2.Qxg7+) 
2.Rh5* Kg8 3.026 and mate 
next at f7 or h7. 


The basic idea is 

1. Of8* Oxf8 2.Rxf8+ Kh7 
3.Bd3 winning the Rook. And 
]...Kh7 comes to much the same 
after 2.Bg8* Kh8 (2...Kg6 
3.QOf5#) 3.Be6+ Oxf8 4.Rxf8+ 
Kh7 5.Bf5* and 6.Bxed. 


1.Bd1 Rg7 (to stop mate) 
2.£xg4+ Rxg4 3.Rf6 
followed by 4.Rf5* and 
5.Bxg4. Compare with 453. 
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#75 


#76 


#77 


#78 


#79 


#80 


+81 


#82 


#83 
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1.Bxf5 wins a clear pawn. Black 
cannot afford 1...exf5? 2.Rfel 
Be6 3.Rxe6 Qxe6 

4.Rel pinning and winning. 


I.Rc3* Kd8 (1...Kb8 

2.Nd7+ Ka8 3.Rc8#) 

2.Rd3 Ke7 3.Rxd5 Kd6 

4.Ng4 Rf1* 5.Rdl and keeps his 
hard won piece. 


The combination starts with 
1...Nxd4 2.Nxd4 Bc5, pinning 
to set things up. After 

3.03 Black continues 3...Qf6+ 
4.013 (4.Kgl? Rxd4!) 
4...Bxd4* 5.cxd4 Oxd4* 6.Kf1 


Oxb2 
forking Rook and Bishop. 


1... Bxc5* forces 2.bxc5 when 
2...Qxf4 picks off the Queen. 


1.Qel holds the Rook in place. 
Then 2.b4 drives off the 
defending Queen to allow 
3.Qxd2, winning the Rook in 
broad daylight. 


1.Qb4 and Black falls apart. If 
1...Rd8 (what else?) then 
2.0xf8* Rxf8 3.Rxb6 looks 
simplest. 


1...Nxe5 2.Nxe5 Qd6 recovers 
the piece, winning a Pawn. 


1.Nxd7+ Nxd7 2.Qxe6+ and 
3.Rxd7 


1...0-0-0 2.Be3 Bb4+ 
3.Bd2 Bxd2+ and 4...Nxd4 
wins a Knight. 


#84 


#85 


#86 


#87 


#89 


#90 


1.e6 fxe6 2.Ne5 RH 3.g3! 
(3.Nxd7? Qh4 gets messy) 
3...Rf7 4.Nxf7 wins the 
exchange. 


1...Bh6! 

(A)2.Rxh4 Bxg5 

(B)2.Bxh4 Bxd2+ 

(C)2.Bxd8 Bxd2+ 3.Kxd2 
Rxhl 4.Nxhl Kxd8 
(D)2.Bxh6 Rxh1 3.Nxhl 
(3.Bg5 Rxf1+ 4.Kxf1 f6) 
3...Qh4+ 4.Nf2 Oxh6 and 
Black keeps his extra pawn. It's a 
lot of work just to retain a bawn. 


1...Nb4+ 

(A)2.cxb4 Bxal 

(B)2.Kd1 Qxal+ 

(C)2.Kb1 Rxel+ 

(D)2.Kb2 Nxd3+ 3.Bxd3 Bxc3+ 
4.Kxc3 Qxd3+ 

5.Kb4 Rb6+ 6.Ka3 Ra6+ 7.Kb4 
(7.Kb2 Qc2#) 7...Rxal 8.Rxal 
Qd4+ and 9...Qxal. 


1...Nb4+ 2.cxb4 (forced) 
2...Rxh3 


1...Nb3 takes advantage of the 
pinned a2-pawn (2.axb3 Rxal) 
to win the Rook in the corner. 


1.Ra8+! (not 1.Ra7 Reit and 
the Knight can move away ) 
1...Kg7 2.Ra7 wins a piece. If 
2...Rel+ 3Kh2 and the Knight is 
still pinned. 


1...Rxc3 wins a pawn. If 
2.bxc3 Qxb1+ and if 
2.0xc3 Bb4 pins the Queen. 


#9] 


#92 


#93 


#94 


#95 


#96 


#97 


#98 


#99 


#100 


#101 


SOLUTIONS 


1.Qxd3 ed 2.Qe2 pins the e- 
pawn (2....exf3? 3.Qxe8*) and 
White remains ahead two pieces 
for a Rook. 


1...Rxc4 2.Rxc4 Bxc4 wins a 
pawn and more if White goes for 
3.bxc4? Rxbl. Note that 
1...Bxc4? allows White to turn 
the tables with 2.Rc1! 


1.Nxb6 cxb6 2.Rxc8+ Rxc8 
3.Rxc8+ Bxc8 
4.Qxc8+ wins a Pawn. 


1.Nxb6 cxb6 2.0xa6 Rxa6 
3.Rxc8+ Kf7 4.R1c7 regains the 
Queen and wins a pawn. 


1.0d8+ Kf7 2.Qc7* Ke6 
3.Qc6+! Ke5 4.b4 Be3 
5.QeB-* wins the Bishop. 


1...Bh3 wins the Queen or else 
mates after 2.Qxg5? RfL# 


l...Bh5 wins a piece as 
2.Bxh5? Oxh2* 3.Kf1 Ohl or 
Qf2 is mate. 


1.Bd3 and if the Rook on f5 
moves, then 2.Rh8+ Nh7 
3.Rxh7# 


1.Bxh7+ Nxh7 2.Rchl and if 
Knight moves then 3.Rh8# 


1.Rxe7 Nxe7? 2.Qxh7+ Kf8 
3.Qh8+ Ng8 4.Oxg7+ Ke8 
5.Qf74 


1.Nd5 threatens 2.Qf8# and the 
c7-Rook. Also, 1.Nc6 

hitting the Queen with threat of 
mate. 


#102 


#103 


#104 


#105 


#106 


#107 


#108 


#109 


#110 


#111 


1.Ngf6+ gxf6 2.Bxf5 wins the 
Queen. 


1...Nd3+ 2.Kf1 Rxd8 wins 
a piece. 


1.Nh6+ Kh8 2.Oxd7 


1...Bxf2+ 2.Kxf2 Ng4- and 
3...Oxg5. 


1...Nd3+ (A) 2.Kxe2 Rxb2+ 
and 3...Ra2 

(B) 2.Kg2 Rxb2 3.a8/Q+ Kg7 
and the Black e2-pawn Queens 
shortly. 


The idea is 1...Ne4 2.Rb1 Nc3 
3.Qc2 Nxbl winning the 
exchange. White might try 2.04, 
closing the diagonal, but 11 costs 
at least a pawn. 


1.Nd6+ Rxd6+ 2.cxd6 and if 
2...Bxf3 3.d7 promotes. 


1.Nd6 (A) 1...Nxd6 2.Qg5# (B) 
1...Rxd8 2.Nxf7 

(C)1...Qf6 2.Qxf6+ Kxf6 
3.Ne4+ and 4.Rxa8 


1.Ne7+ Bxe7 2.Bxe6+ Rf7 
3.Qxf7+ Kh8 4.Oh5# 

A litile overlap. The discovery 
leads to a mating net. 


1.Rb8+ 

(A)1...Kh7 2.Rh8+ Kg6 
3.Ne5+ Kf5 4.e4+ Kf6 
5.Nd3+ e5 6.Bxe5+ Ke6 
7.Rh6+ Kd7 8.Nxcl 

(B)1...Kf7 2.Ne5+ Kf6 
3.Nd3+ e5 4.Bxe5+ Ke6 
5.Nxcl Kxe5 
6.Rxb4 Bxb4 7.Nd3+ 
and 8.Nxb4 
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#112 


#113 


#114 


#115 


#116 
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1...Bgl! threatens 2...Qxh2# as 
well as 2...Rxd3. 


1...Bh2+ 2.Kxh2 Rxel. 


1...Nxd5 2.0xd5 Bb5 wins 
material. Also 1...Bb5 
immediately works: 2.Nxf6+ 
Bxf6 3.Ng3 Bxfl winning the 
exchange. 


1...Qd8! retains the extra piece. 
For if 2.Kxe2? then 2...Ba6* 


and 3...Qxa8. 


1.Bb5+ 

(A)1...c6 2.0xd8+ 

(B)1...Bd7 2.Bxf6 gxf6 
3.Qxd7+ wins a piece. 

(C)1...Ke7 2.Qb4* wins 
the Queen. 


#117 Not 1...Nxcl? 2.0f7* Kh8 


*118 


#119 


#120 


4121 


178 


3.Q18+ and mate next move. Nor 
1...Qe6? 2.Kxe2 Bb8+ 3.Re3 
and White wins. But 1...Qe8! 


2.Kxe2 Bb8+ 


3.Re3 Qb5- and 4...Bxa7 


winning. 


1.e6 £6 (else 2.Be5+) 2.Bf8 
Rxf8 3.Rxd8 Rxd8 d.e7 wins. 
If 4...Re8 then 5.Qf8* 


1.Bxc4 Oxd7 2.Bxf7+ Kf8 
3.Bxb3+ Bf6 4.Rxf6+ Kg7 
5.R£7+ (double check) 5...Kh6 
6. Rxd7 Rxe5 

7.Bd5 and White wins eastly. 


]...Rc3* 2.Kd2 Rd3+ and 
3...Rxd4 wins a Knight. 


1...Bb5 (threatens 2...Rcl1+) 
2.Kg2 Rc2 (threatens 3...£1/ 
Q+). Its two too many 
discoveries. White has no defence. 


#122 


#123 


#124 


#125 


#126 


#127 


#128 


#129 


#130 


#131 


1...Rxf2 (much better than 
l...Bxf2* 2.Kf1). Now Black 
threatens mainly 2...Rf3* 3.Khl 
Rfl# 

So, 2.g3 (or 2.Nc2 Rxc2+) 
2...R£7+ and 3...Rxd7 


1...Rc2+ and White has to let the 
Knight go. If 2.Kd1 Black 
discovers with 2...Rc7+ and 
3...Rxh7 picks up the Rook. 


1.Re7+ (A) 1...Kf8 2.Bg7+ Kg8 
3.Nf6* (B) 1...Kd8 

2.Rh7+ Ke8 (2...Kc8 3.Rxh8+ 
and 4.Rxa8) 

3.Nc7* Kf8 4.Ne6+ and Rook 
mates on g7 or e7. 


1...Rxc4 2.Qxc4 b5 and Black 
collects the a7-Bishop with 
3...Qxa?7. 


1...Rxe4+ 2.Kxe4 1£2+ and 
3...£1/Q 


1.d7+ Ka8 2.Rc8+ Rxc8 
3.dxc8/Q# 


l.dxe6 Bxf4 2.e7+ Bf7 
3.Oxd8 


1...R£2 (threatens mate at g2 or 
h2) 2.Qxf2 e3+ 3.Kgl exf2+ 


and wins. 


1.Rxg7+ Kxg7 2.e6+ Bf6 (else 
3.Qf7 is mate) 

3.Qf7+ Kh6 4.Qxf6+ Kh5 
5.Qxf5+ Kh6 6.Be3+ Kg7 
7.Qf7+ Kh8 8.Bd4# 


1.Oh4* g5 2.0xg5* and 
3.Oxd8 gains the Queen. 


#132 


#133 


#134 


#135 


#136 
#137 
#138 
#139 


#140 


#14] 


#14? 


#143 


#144 


SOLUTIONS 


1.Be5+ Kxe5 2.Qf4+ and 
3.Oxc7.The first skewer sets up 
the second. 


1.Qb5+ Oxb5 2.e8/OT and 
3.Qxb5 


1.Qd6+ Kf5 2.Rxf7+ Kei 


(2...Kg4 3.Oxg6#) 
3.Qxc6+ and takes on f3. 


1.Nd8 g5 (else White's next move 
is mate) 2.h5 g4 
3.Rf7* Kg5 4.Rxf2 


1.Rh6+ Ke5 2.Re6* Kf5 
3.Rxe4 wins the Knight. 


I.Rc8* Rxc8 2.a8/0 Rxa8 
3.Rxa8* Ke7 4.Rxh8 


l...Of4* 2.Kel Qf1+ 
3.Kd2 Qe2+ and 4...Qxa2 


1.e6+ Kf8 2.0xh8* Bxh8 
3.Rxh8+ Kg7 4.Rxe8 


1.Re2+ Kf1 2.Rel+ KẸ 
3.R6e2+ Kf3 4.Re3+ Ked 
5.Rxh3 gains the Queen. 


1.Re2+ Kf1 2.Rel+ Kf2 
3.R7e2+ Kf3 4.Rf1* Kxe2 
5. Rxf8 


1.f6 Oxd7 2.0xh7* Ke6 
(2...Ke8 3.Qg8#) 3.Qxd7+ 
Kxd7 4.94 Ke6 5.g5 and the 
endgame is an easy win. 


1...Qh3 and there's no way to 
save the d3-Bishop without losing 
the c3-Knight. 


1.Rxd3 Oxd3 2.Rd1 
Q-moves 3.Rxd8+ 


#145 1.Be3 Qxb2 2.Rb1 


O-moves 3.Bxc5 


#146 1.Bg5 Rxd5 2.Bxe7 Rad 


#147 


#148 


#149 


#150 


3.Rdl wins. 


1...Nxh2 2.Qxh5 Rxfl+ 
3.Kxh2 gxh5 and Black picks 
up either the cI-Bishop or the bl- 
Knight. 


1.Nf6* Kg7 2.Nxd7 Rxd7 
3.Bxf5 and Bishop takes Rook. 


].Ral (A) 1...Bc5 2.Bxc6 Nxc6 
3.Rcl wins Bishop or Knight. 
(B) 1...Bxd7 — 

2.Rxa7 and 3.Rxd7 


1.Nf3 Qxd1 2.Rxd1 Re6 


3.65 Bxe5 4.Nxe5 Rxe5 


 5.Rxd7 


#151 


#152 


#153 


#154 


#155 


#156 


#157 


#158 


1.Nb6+ axb6 2.Ra3# 
1...Oxf4+ 2.Kxf4 Bh6+ 


1.Bg5+ Kg8 (or ...Kg7) 
2.Qh7# 


1.Qxe6+ fxe6 (1...Be7 
2.Oxe7#) 2.Bg6+ 


1... Qf3+ 2.Kh4 Og3* Or 
2.Kh2 Qg2+ 


1.Qxh7+ Nxh7 2.Nf74 Or 
1.Nf7+ Nxf7 2.Qxh74 


1.Kf4 g5+ 2.Kf3 and 
3.Ng6+ 


1...Qxf2+ 2.Rxf2 Rel+ 
3.Rf1 Rxfl# 
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#159 1.Rg7+ Kf2 2.Rf7+ Kgl 
3.Rel# 


#160 1.Rd8+ Rxd8 2.0f8* Rxf8 
3.Ne7# 


#161 1...Qxb2+ 2.Rxb2 Rel* 
3.Qd1 Rxdl# 


#162 1.Rxg7+ Kxg7 2.0f7* Kh8 
3.Qh7# 


#163 1.Ng6+ hxg6 2.Oh3* Qh4 
3.Qxh4# 


#164 1.Rxg6+ Kh5 (1...fxg6 
2.Oxg6#) 2.Qe5+ and 
3.Oh8# 


4165 1.Oxh7t Ke6 2.0g6* Bxg6 
3.Rf6+ 


#166 1.Rf5 (threatening mainly 
2.Oxh6+ Kxh6 3.Rh5#) 
l...exf5 2.Nxf5 along with 
3.Oxh6(+) and 4.Og 7% 


#167 1.0g8* Rxg8 2.Nxg6* Kh7 
3.Ne5+ Kh8 4.Nf7# 


#168 1...Qh4+ 2.Kg1 Bh2+ 
3.Kh1 Bg3+ 4.Kgl Qh2# 


#169 1.Qg6+ fxg6 2.Bg8+ Kh8 
3.Bf7* Kh7 4.Bxg6* 


#170 1.Bxh7+ Rxh7 2.Rxh7 Kxh7 
3.Qh8+ Kep 4.0h5+ 


#171 1.Nf7+ Kg8 2.Nh6+ Kh8 
3.0g8+ Rxg8 4.Nf7# 


#172 1.0xf6* Rg7 2.0f8* Qxf8 
(2...Rg8 3.Be5#) 
3.exf8/Qt Rg8 4.Be5# 
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#178 1...Qe3+ 2.Kh1 Nf2+ 


#174 


#175 


#176 


#177 


#178 


#179 


#180 


3.Kgl Nd1+ 4.Khl 
(4.Kf1 Of2#) 4...Qel+ 


1.g4+ fxg4 2.Nxg4+ 
(A)2...Oxb5 3.Nf6# 
(B)2...g5 3.0e8* Qg6 
4.Nf6# 

(C)2...Rc5 3.Nf6+ Oxf6 
4.Qe2+ | 


There's no answer to 1...Bf8! and 
2...Rg8 followed by mate on g2 or 
h2 or even gl. White can drag 
things out by 2.Bd7 Kxd7 3.d4 
Rg8 

4.Bg5 Rxg5 but it's mate next 
move. 


]...Qh1+ 2.Ke2 Bc4+ 
3.Ke3 Of3+ 4.Kd4 Qd3+ 
5.Ke5 Odb# 


1...Qd6+ 2.93 Qd2+ 
3.Be2 Qxe2+ 4.0f2 Oxf2* 


1...Qa2! (threatens 2...Of7#) 
2.0d7* (2.hxg5 Oh2#) 
2...Qf7* 3.0xf7* Kxf7 and 
Black wins the King and pawn 
endgame. E.g. 4.hxg5 c5 5.gxf6 
c4 6.25 c3 7.g6+ Kxf6 8.Kh6 
c2 0.67 cl/Q+ 


1...Qe2 

(A) 2.Rxe2 Rf1# 
(B)2.Bxf2 Qxf2+ 
3.Khl Oxel# 
(C)2.Qcl Rxg2+ 3.Kh2 
Rxh2+ 4.Kg1 Og2# 


1.Qh4+ Kg8 2.06 and there's 
no valid defense against 3.Rh4 
and 4.Rh8# 


#18] 


#182 


#183 


#184 


#185 


#186 


#187 


#188 


#189 


SOLUTIONS 


1.Ne6 (threatens 2.Qxg7#) 
(A)1...£xe6 2.Qxg7+ 
(B)1...Nh5 2.Nxd8 Nxg3 
3.ReS+ 


1...R£2+ 2.Ke4 d5+ 3.Rxd5 (else 
3.Kd3 or 3.Kd4 Rd2#) 
3...CXd5-* and wins. 


1.Qh7 (threatens 2.Qxf7#) 
(A)1...Nxh7 2.Rxf7# 
(B)1...Re7 2.0h8* Ng8 
3.Qxg8+ 

Black can stop mate by coughing 
up material, starting with 
1...Ne5. 


l...f3 (threatens 2...Rh1#) 
(A)2.0xf5 Rxf3 
(B)2.exf3 Rh1+ 

3.Kg2 Oh3# 

(C) 2.Kel Oxe2# 


1...Bxh3 2.Qh2 Rxg2 
3.Qxd6 Rxa2 and there's 
nothing to be done against the 
coming Bishop discovery. 


1...Rd4+ 2.Kg5 (2.Kxh5 
Rxf5#) 2...Nf6! (threatens 
3...h6#) 3.14 Ne4+ forking King 
and Queen. 


1.Nxe7+ Rxe7 2.Bxf6 gxf6 
3.Ra8* Re8 4.Rxe8# 


I. Rh8* Kg7 (1...Bxh8 
2.Rxh8#) 2.f4 and the Bishop is 
lost. Black cant afford 2...Bxc3 


3.Qxc3* f6 4.Oxf6# 


1.Qh4 f6 2.Rxf8+ Kg7 
(or 2...Oxf8 3.Oxh7#) 
3.Qxh7+ Kxf8 4.Qh8# 


#190 1.Rdl wins the Queen. If 


4191 


#1992 


#193 


#194 


#195 


#196 


#197 


#198 


1...Qxc2 2.Qa8+ Ke7 
3.Qxb7+ (or 3.Qd8+) 3...Ke6 
4.Qd7# 


1.Rxg6+ fxg6 2.Qxg6+ Bg7 
3.Qxe6+ wins. If 3...Kh8 
4.Rxh4+ And if 3...Kf8 then 
4.Rfl+ 


The main line runs 1.Nb5 cxb5 
2.Bxb5+ Bd7 3.Bxd7+ Kd8 
4.Bc8+ and 5.Qd8# 


1.Rxh6+ gxh6 2.Qxh6+ Kg8 
3.Oxg6+ Kh8 4.Bxf7 Rxf7 (else 
5.Qh6#) 5.Qxf7 and White is 
three pawns up in the Queen 
ending. 


1...Qb6+ 2.Kh1 Of6 
3.Rxh7 Qf1+ 4 Ogl Qf3+ 
5.0g2 Oxg2# 


1...Nxh3+ 2.Kg2 Nf4+ 
3.Kgl Ne2+ 4.Qxe2 Qh2+ 
5.Kfl Qhl1+ 


1.Qb3+ Kad (1...Kc7 
2.Rxc6+ and 3.Qxf7) 
2.Rxc6 Oxb3 (2...Qe7 
3.Qc3+ and mates next move) 
3.axb3+ Kb5 

4.Nd4+ Kb4 5.Rc4* 


1...Ne3+ 2.Kg1 (2.fxg3 Qc2+ 
and 3...Qxdl wins) 2...0c2 
3.Rf1 Rxd3! wins since 4.Qd7 
can be answered by 4...Qxf2+ 
5.Rxf2 Rd1+ 6.Rf1 Rxfl# 


1.Nxe5 

(A)1...Nxe5 2.Rxf8+ Kxf8 
3.Q14+ Nf7 4.Rf1 wins. (B) 
1...Rxf1+ 2.Rxf1 Nxe5 
3.014 Ng6 4.Qf7+ Kh8 
5.Of8+ Nxf8 6.Rxf8# 


#199 


#200 


#201 


#202 


#203 


#204 


#205 


#206 


#207 


#208 
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1.Nxf7 Rxf7 2.Rxf7 Kxf7 
3.Qh7+ Kf8 4.Qh8+ Kf7 
5.Qe8+ Kg7 6.Re7+ Kh6 
7.Re6 winning Black's Queen, 
since 8.Qxg6# is also threatened. 


1...Nxh2+ 2.Kel Nf3+ 

3.Kf1 Rd1+ 4.Kg2 Rgl+ 
5.Kh3 Rh1+ 6.Kg2 

(if 6.Kg4 h5#) 6...Rh2-* 

7.Kf1 Nd2+ 8.Kel Rhl# White 
can avoid mate only by giving up 
his Rook for Blacks Knight at 
some stage. 


1.Nd5! The Knight cant be — 
taken, 1...Nxd5 2.Rxe8+ And 
meanwhile, there's no defense 
against 2.Nxf6+ and 3.Rxe8. 


1.Rxd7 Oxd7 (1...Nxd7?? 
2.Bxe7) 2.Bxf6 Bxf6 3.Qxf6 
wins two pieces for the Rook, 
leaving White a pawn ahead in 
the endgame. 


1...Rxfl+ (A) 2.Kxf1 Qf2# (B) 
2.Rxf1 Oxh2# 


1.Ned wins the d-pawn after 
1... Qxe4 2.Oxe4 Nxe4 
3.Bxd5+ Or 1...Qd6 
2.Nxf6* Rxf6 3.Qxd5+ 


1.Rxe6 Rxe6 2.Qf7+ and 
3.Oxg8 


1...Qb6-7 2.0xb6 Bxb6+ and 
3...Rxd7 leaves Black the 
exchange ahead. 


1.Nxb4 axb4 2.Bxd5+ and 
3.Bxa8 


1.Bxd7 Kxd7 2.Qb7+ picks up 
the Bishop with more to come. 


#209 


#210 


#211 


#212 


#213 


#214 


#215 


#216 


1.Rxe7 Qxe7 2.0g6* Kh8 
3.Qxh64 or 3.Oxg 74 


1.Rxe6 fxe6 2.Qxg7 Rf8 
(2...Bf6 3.Nd6#) 3.Nc7+ wins 
the Black Queen. 


1.£6 Qxf6 (1...Rxh1+ 
2.Qxh1 check!) 
2.Oxf6+ Nxf6 3.Rxh4+ 


1.Bxc6 bxc6 2.Rxh7+ Oxh7 
3.Qxf6* and 4.Qxd8* gaining 
a full prece. 


1...Rxc6 2.Rxc6 Rxg2+ 
3.Kh3 KD and 4...Rf2* 


1.Nxe5 Nxe5 2.0xd6 cxd6 
3.Be wins the exchange. 


1...Rxc3 2.Qxc3 Bb5* 
3.Kel (3.Kgl Oh2#) 3...Bb4 
pins and wins the Queen. 


1.Nxd7 Oxd7 (1...Qxc4 
2.Rb8+ Bf8 3.Rxf8#) 
2.Ne4 Rd5 3.Nxd6 and Black 


has no time to recapture the 


. Knight in view of 


#217 


#218 


4.Rb8*. Essentially a Removing 
the Guard tactic (the Nd7 and 
Bd6) with an unpin and corridor 
mate thrown in. 


1...Bxb3 2.Nxb3 Nd4+ 
3.Nxd4 cxd4 4.Bxb4 
(4.Bc7 b3 and the pawn 
promotes) 4...Bxb4 


1...Nxd2+ 2.Bxd2 Qxe2 
3.Bxe2 Rxe2 4.Rxe2 Bxd3+ 
and 5...Bxe2. 


SOLUTIONS 


#219 1.Rxc8 Rxc8 2.Rd8+ Reg 


#220 


#221 


4222 


#228 


#224 


3.Rxe8+ Rxe8 4.Nd5 Kf7 
(4...Rc8 5.Ne7+) 5.Nb6 and 
6.c8/Q wins the Rook. 


I.Rxc8+ Kxc8 (1...Rxc8 
2.Ne6#) 2.Rc7* Kb8 (2...Kd8 
3.Ne6+ and 

4.Re7#) 3.Rxb7+ Kc8 

4.Ne6 (threatening among other 
things 5.d7* Nxd7 

6.Rc7* Kb8 7.Rxd7) 
(A)4...Ne4 5.Bxe4 fxe4 
6.Rc7+ Kb8 7.Nxd4 

and 8.Nc6+ is decisive 
(B)4...Re8 5.Rc7+ Kb8 
6.Nxd4 Rel+ 7.Bf1 and 

again 8.Nc6* is coming up. 
Another, totally different approach 
is 1.Bxb7 gxf4 (1...Bxb7 
2.Ne6#) 2.Bxa8 winning the 
exchange. If 1...Rb8, then 
2.Rxc8t and 3.Ne6# 


1.Bxa6 
(A) 1...Qxa6 2.0xc5 
(B) 1...Nxa6 2.Oxb6 


1...Rxc2 2.0xc2 Qxh4+ and 
3...Qxel Black can also start 
with 1...Qxh4+ 


1...Rxd1+ 2.Rxd1 Qxc3 

or Black may begin with 
1...Qxc3 2.Rxc3 Rxd1+ 

3.Qf1 Rxfl+ The second method 
is preferable since it also gets the 
Queens off the board, making it 
harder for White to stage a 
comeback. 


l...fxe4 2.Qxe4 Nxe2+ and 
3...Bxd5. If the Queen drops 
back, 2.Qdl, the d5-Knight falls 
anyway. 


#225 


#226 


#227 


#228 


#229 


#230 


#231 


#232 


1.Qf6 Oxd4 2.0xd4 Rxd4 
3.Re8# 


1.Bxc7 Qxc7 2 Rxe6 fxe6 
3.Oxg6+ 


L.Rxf5 gxf5 2.Qh8+ Kf7 
3.Bh54 An overload as the g6- 
Pawn cannot guard both f5 and 
h5. 


1.Nxg6* fxg6 2.Rxe6 with 
further gains to come. E.g. 
2...Kf7? 3.Rxf6* Kxf6 
4.Be5+ and 5.Bxh8 


1.Bxc7 Nxe4 (1...Rxc7 
2.Rxd6) 2.fxe4 wins a pawn. 
For if 2...Rxc7 

3.Rd8+ Qe8 4.Rxe8# 


1.Be7 Reg 2.Bxc5 gains a full 
Knight: 9. Rxe3 3.Bxe3 or 
2...0xc5 3.Rxe8* So after 1.Be7 
Black has to let White win the 
exchange. 


1...Rd1+ (A) 2.Rxdl Nxb4 (B) 
2.Kxdl Nxc3+ and wins the 
Queen. A combination of 
deflection and attraction. 


1.Bd6 (threatens 2.Bxf8 Rxf8 
3.Og7#) and if 1...Bxd6?? 
2.0g7 mates immediately. The 
best Black can do +s trade Queens 
by 1...Qxh3 2.Bxf8 Og4* but 


that leaves him a piece behind. 


#233 Black's Queen is indirectly 


defended: 1.Rxe2? Ba3+ 
2.Kb1 Rd1+ But 1.Qxf8+! 
upsets Black's apple cart: 
1...Rxf8 2.Rxe2 winning 
a piece. 
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#234 


#235 


#230 


#237 


#238 


#239 


#240 


#241 


#242 


#243 
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1.Rc8+ Rxc8 2. Rxc8* and 
3.Qxd4 


1.Bf4! Qg7 2.Be5 and 
3.Qxh74 There is no way for the 
black Queen to guard both ed 
and h7. 


1...Bb5! 2.0xb5 (2.Rxb5 Rxc4) 
2... Qxe4+ and 3...Qxhl 


1.Nf7+ Rxf7 2.Bxf7 Oxf7 
(2...Nxf7 3.Oxh7#) 

3.Qd8+ Ne8 4.Qxe8+ Oxe8 
5.Nxe8 and White is up a pawn 
and the exchange. 


1.Qe5 Rd8 (1...Ke7 

2.0g7* Kd8 3.0f8*) 

2.Rd7+! Rxd" (else Black gets 
mated) 3.Qxb8 wins the Queen. 


1...e3+ 2.Kxe3 Rxel wins a 
prece. White has no time for 
3.Kxd4 Rdl+ followed by 
Queening the e2-bawn. 


1...Bc4 2.Qxc4 Qdlt 

3.Of1 Bxf2* 4.Khl Oxfl# If 
2.0xd8 Rxd8 threatens 
3...Rxa8 and mostly 3...Rd1# 


l...Be6 2.Nd5 (2.Qa3 Nc2 
3.Qa5 Nxe3+ and 4...Nxdl) 
2... Nxe4 and the pinned 
d5-Knight falls. 


1.Re7+ Rxe7 2.Rxe7 Kh6 
3.Qxf6 and White comes away 
with a full Queen. 


1.Ne2 Rxe4 2.0f5* Kh8 
J.Rg8# 


#244 


#245 


#246 


#247 


#248 


#249 


#250 


#251 


#252 


1.Bxe5 Bxe5 2.b4 Rc4 
3.Nxe5 Better to give the 
exchange right away with 
1...Rxe5, which should lose in 
the long run. 


1.Nxe6 Nxg4 2.Ne7+ Kh8 
3.Nxf8 wins a full Rook. 


1.Nc6 Rd5 2.e4 fxe4 

3.£xe4 and Black has to yield the 
exchange by 3...Rxdl. If 1...Rc8 
then 

2.Nxe7 Kxe7 3.b4 wins the 
pinned Knight. 


1...Nc6 2.Qb6 Qa3+ 
3.Rb3 Qc lY 4.Kd3 Bxc4+ 


1...g6 2.Nxf6 Nf5* 
3.Kh2 (or 3.exf5 Oxh3#) 
3... Nxe3 4.Nxh7 Nxdl 


1.Nc7* Kd7 2.0xg5 Bxg5 
3.Rxf8 Kxc7 4.Rxf7* Bd7 
5.Rxg7 simplifying and picking 
up two pawns in the process. 


1...Rxf7 2.Bxf7 Ne5 pushing 
the Rook off the 3rd rank. E.g. 
3.Rc3 Rxc3 4.bxc3 Nxf7 
5.Qxf7 Oxg3. If 3.Rd5 then 
3...Rc1+ 4.Kh2 (both 4.Kf1 and 
4.Nf1 are met by 4...Qf4) 
4...Ng4+ 5.hxg4 Oh4# 
Relatively best for White is to 
concede the exchange with 3. Bd5 
Nxd3. 


1.Qb4 combines two threats: 
2.Qxb4 and 2.Qb8* with a back 
row mate. Black cannot stop both. 


1.Re6 threatens Queen mate at 
c7 along with the win of the 
Black Queen, 


SOLUTIONS 


#293 l.Qhl threatens 2.Qxh7* and 
2.0xal. 


#254 1...Be4 2.Rxd6 Rhl# Or 
2.Bcl Bxd5 winning the Rook. 


#255 1...Qg3 threatens 2...Oxg6, also 
2...Qxf2+ 3.Kh1 Qxd2 


$2506 l...Nh5 stops the mate threat at 
£7. After 2.Bxh5 Oxh6 two 
White pieces are still under fire: 
Nd4 and Bh5. 


#257 1...Qd3! is a triple threat: 
2... Of 1s; 2...Kxe8; and 
2...Qxf3+ It's much better than 
1...Kxe8? running into 2.Nf6+ 
and 3.Bxd5. If White now 
responds with 
2.Be2, then 2...Qb1+ and 
3....Kxe8. But not the overhasty 
2...Qxe2? 3.Nd6* and 4.Rxe2. 


#258 ].Rd2 Rxd2 2.Bxd2 
Q-moves 3.fxg" wins a Bishop. 


$259 l...Qb6 2.0-0-0 Oxf6 winning 
| two pieces for a Rook. If 
2.Rxg7+ Bxg7 also wins two 
pieces for the Rook as there is no 
time to take the Bishop: 3.£xg7? 


Qg1+ 


#200 1.013 Rb8 2.Rd1 Nd7 
3. Oxf8* Nxf8 4.Rxd4+ 
wins the exchange. 


$201 1.Bd7 (not 1.Rxh4? Qg5+) 
1...Rd8 2.Rxh4 Rxd7 
(3...Qg5+ 4.Rg4) 3.Oxh7t Kf8 
4.Rxd7 wins. E.g: 4...Qg5+ 
5.Khl Qc1* 
6.Kg2 Qc6+ 7.0e4 Oxd7 
8.Rh8# 


#202 1.Qf3 (threatens 2.Rxd7 


#263 


#264 


#265 


#266 


#267 


#208 


#209 


#270 


as well as 2.Qxh5) 1...Rfd8 
2.Qxh5 Oxc3 (2...Be6 also loses 
to 3.Qxh7+ Kf8 

4.Qh8+ Ke7 5.Rc7+ etc.) 
3.Qxf7* Kh8 4.Qh5+ Kg8 
5.Qh7+ Kf8 6.Qh8+ Ke7 
7.Qxg7+ Ke8 8.0f74 


1...Nc5 2.097 Ra8 snags the 
Queen. 


1.Bg5 Qd4 2.Ne2 snares the 
Queen right in the middle of the 
board. | 


1.g4 Qc2 2.Rd2 and there is no 
escape. 


1.b4 catches the Queen. If 
1...Qc8 (or ...Qc6) then 
2.Ne7+ forks King and Queen. 


1...d4 2.cxd4 cxd4 and the e3- 
Bishop has nowhere to run. 


1.Qg6 and the Black Rook has 
no safe square. 1...Rh7 self-blocks 
and allows 


2.Qe8+ Bf8 3.Oxf8# 


After 1.Qc5 the Rook has no 
escape: 1...Rxb7 

2.Qc6+ Ke7 3.Qxb7 and the 
passed b-pawn will cost Black 
another Rook. 


1.Ra4 leaves the Knight no way 
out. 

(A)1...Nxa5 2.Qxa6 bxa6 
3.Rxa5 

(B)1...b5 2.axb6 

(C)1...Nxe5 2.0xa6 and 
3.dxe5 


#271 


#272 


#273 


#274 


#275 


#276 


#277 


#278 


#279 


#280 


#281 
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1...Ne4+ 2.Kg2 15 3.Qel Bb4 
checkmates the Queen. 


1.Nd5 (ad (no better are 
1...Nxal or 1...Qxf2+) 

2.axb3 Qxb3 3.Ra3 winning the 
Queen for Rook and minor piece. 


1.Rad! threatens to trap the 
Queen by 2.Bcl.The best way out 
for Black is likely 1...a6 2.Bcl 
axb5 3.Rxa8 but after 3...Qc3 
(not 3... b4? 4.Ba3) 4.Bxb5 
White 1s up material. 


1...b4 (A) 2.Bd4 g4 
(B) 2.Bd2 g4 3.Bh6 Rh8 and 
Black wins a piece. 


l.g4 hxg4 (else 2.gxh5) 
2.h5 and the bawn runs in for a 
Queen. 


1...Rxh5+ 2. Rxh5 Rh6 wipes 
off the Rooks, after which the a- 
pawn is unstoppable. 


1...Nxb5 and if 2.axb5 ad wins. 
White cant stop both the a-pawn 
and the f-pawn. 


1.Qxe6+ Qxe6 2.d7 Oxd7 (else 
White makes a new Queen) 
3.Rxd7 and White has an extra 
Rook. 


1.Bxg6 hxg6 2.Bxd8 Kxd8 
3.h7 and 4.h8/Q(+) 


1...Re3+ 2.Kxe3 (2.Kf4 Ra3) 
2...Bc5+ 3.Kd3 Bxa7 and 
promotes next move. 


1...Qa6+ 2.c4 (or 

2.K-moves) 2...Qxa2 

3.Rxa2 bxa2 and makes a new 
Queen. 


#282 


#283 


#284 


#285 


#236 


#287 


#288 


#289 


#290 


$29] 


1...Rd8 (threatens 2...Rxd2 
3.Kxd2 f1/Q) 2.Rd3 

(if 2.Nf1 Rd1+) 2...Rxd3 
3.cxd3 Be2 and the f-bawn costs 
White his Knight. 


].e7* Kxd7 2.Kf7 Bc4+ 
3.Kf8 and 4.e8/Q(+) 


1.Rxd2 Ob4 (1...Qxd2? 
2.0x18%) 2.0Oxf8* Oxf8 
3.Rc2 followed by 4.Rc8 and 
promotion of the b-pawn. 


1.c6+ Kb6 2.Rxa6+ Nxa6 
3.Rxa6* Kxa6 4.c7 and 
promoles next move. 


1...Kxc4! (not 1...cxd4? 

2 c5, nor 1...exd4? 2.e5 and 
White wins) 2.dxe5 (or 2.d5 
Kb5! which also wins for Black) 
2...Kb5 3.e6 Kc6 

4.e5 g5. The White pawns are 
stopped and one of Blacks pawns 
gets through to Queen. 


1.Qf2 Qxf2 2.Ra8+ Kxa8 


stalemate. 


1...Oxc4 2.dxc4 a5 and White 
LY unable to release the stalemate 
on Blacks King. 


1.h8/Q+ Ke4 
2.Qh1+! Oxhl stalemate. 


1...Bc6+! 2.0xc6 Rglt 
3.Kxgl stalemate. 


White threatens 1.Rbg8 and 
2.Rh4* So Black scurries for the 
draw by 1...Rxf2+! 

2.Kxf2 Qxe3+ 3.Kxe3 


stalemate. 


SOLUTIONS 


#292 The King takes shelter in 


#293 


#294 


#295 


#296 


#297 


the corner: 1.Kal Kxc3 
stalemate. Or 1...Kc2 2.Be5 c3 
3.Bxc3 Kxc3 and it's still 
stalemate. Another try after 
1.Kal is 1...Bd1 2.Be5 c3 
3.Bxc3 Kxc3 4.Kxa2 but Black 
cant win with his remaining 
Rooks pawn since his Bishop 
doesnt control the Queening 
square al. 


1.h5 Nd6 2.Rh7+ Kg8 
3.Rg7+ Kf8 4.Rf7* Ke8 
5.Re7+ Kd8 6.Rd7+ and now 
black must take the Rook, 
6...Kxd7 stalemate. 

He cant afford 6...Kc8 
7.Rxd6 with Rxg6 to follow. 


1.Qxe4+ Kxe4 2.f3* gxf3 

3.Kf2 Ke5 4.Kxf3 and it's a 
book draw. This is the stuff you've 
got to know. 


1.Ne5 Rd6 2.Nf7* Kg6 

3.Ne5+ (don't take the Rook, take 
the draw) 3...Kh6 

4.Nf7+ etc. White keeps checking 
endlessly, 


1.Nd7 Bxd7 (1...Qb5 

2.Nxe5 Rxe5 3.Qf6 favors 
White) 2.Q£7+ Kh8 3.0f8* Kh7 
4.Qf7+ with perpetual check. 


I. Rxh7! Bxe3 (1...Rxf6 and 
1...Kxh7 both lose to 
2.Qh3+) 2.Rh8+ Kf7 
3.Rh7+ check, check, check. 


#298 1...Qxf1+ 2.Kxf1 Rdl- 


#299 


#300 


#301 


#302 


#303 


3.Kf2 (3.Bel Rdxel+ 
4.Kf2 Bh4+! 5.93 R4e2#) 
3...Rd2+ 4.Kf1 Rd1+ etc. 


1.Qe8+ Kh7 2.Ng5+ hxg5 
3.Qh5+ Kg8 4.Qe8- etc. 


1... Qc5+ 2.Khl (2.Kg2? Of2+) 
2...Ng3* 3.hxg3 Qc1+ 4.Kg2 
Qd2* 5.Kh3 Qh6+ with 
continuous checks from cl, d2, 
and h6. 


1...Ra2+ 2.Kh3 Rh2+ 
3.Kxh2 Ra2+ 4.Kh3 Rh2+ 
5.Kxh2 Qb2+ 6.Kh3 Qg2+ 
7.Kxg2 stalemate. 


1.Be5 Rh4 2.Bg3 Rd4 3.Bf2 
Rxd7 4.Kc3! Kc5 5.Be3 and 
Black cannot make progress. 
Another thing you should know: 
normally King + Rook vs. King + 
bishop is a draw. 


1.Rxe7! Qxh4+ 2.Kgl Oxg5 
3.Rxa7+ Kb4 4.Rb7! Winning 
black's last Pawn. Since White 
now has slight winning chances, 
Black should bail out with 
4...Qe3+, which leads to 
perpetual check. This is the type of 
practical decision (forcing a 
slightly favorable simplification 
from a dangerous, unclear 
position) which you must learn to 
make in order to play good chess. 
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